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DEPTH BUFFER FOR RASTERIZATION 
PIPELINE 

CROSS-REFERENCE TO RELATED 

APPLICATION(S) 

A claim of priority is made to US. provisional application 
Ser. No. 60/550,024, ?led Mar. 3, 2004, the entire contents of 
Which are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 
The present invention generally relates to graphics proces 

sors, and more particularly, the present invention relates to the 
depth buffer utiliZed in a 3D graphics pipeline. 

2. Description of the Related Art 
Graphics engines have been utilized to display three-di 

mensional (3D) images on ?xed display devices, such as 
computer and television screens. These engines are typically 
contained in desk top systems poWered by conventional AC 
poWer outlets, and thus are not signi?cantly constrained by 
poWer-consumption limitations. A recent trend, hoWever, is to 
incorporate 3D graphics engines into battery poWered hand 
held mobile devices. Examples of such devices include 
mobile phones and personal data assistants (PDAs). Unfor 
tunately, hoWever, conventional graphics engines consume 
large quantities of poWer and are thus not Well-suited to these 
loW-poWer operating environments. 

FIG. 1 is a schematic block diagram of a basic Open GL 
rasteriZation pipeline contained in a conventional 3D graph 
ics engine. As shown, the rasterization pipeline of this 
example includes a triangle setup stage 101, a pixel shading 
stage 102, a texture mapping stage 103, a texture blending 
stage 104, a scissor test stage 105, an alpha test stage 106, a 
stencil test stage 107, a hidden surface removal (HSR) stage 
108, an alpha blending stage 109, and a logical operations 
stage 110. 

In 3D graphic systems, each object to be displayed is 
typically divided into surface triangles de?ned by vertex 
information, although other primitive shapes can be utiliZed. 
Also typically, the graphics pipeline is designed to process 
sequential batches of triangles of an object or image. The 
triangles of any given batch may visually overlap one another 
Within a given scene. 

Referring to FIG. 1, the triangle setup stage 101 “sets up” 
eachbatch of triangles by computing coef?cients to be used in 
computations executed by later pipeline stages. 

The pixel shading stage 102 uses the vertex information to 
compute Which pixels are encompassed by each triangle 
among a processed batch of triangles. Since the triangles may 
overlap one another, multiple pixels of differing depths may 
be located at the same point on a screen display. In particular, 
the pixel shading stage 101 interpolates the shading (lighting 
value), color and depth values for each pixel using the vertex 
information. Any of a variety of shading techniques can be 
adopted for this purpose, and shading operations can take 
place on per triangle, per vertex or per pixel bases. 

The texture mapping stage 103 and texture blending stage 
104 function to add and blend texture into each pixel of the 
process batch of triangles. Very generally, this is done by 
mapping pre-de?ned textures onto the pixels according to the 
vertex information. As With shading, a variety of techniques 
may be adopted to achieve texturing. Also, a technique knoWn 
as fog processing may be implemented as Well. 

The scissor test stage 105 functions to discard pixels con 
tained in portions (fragments) of triangles Which fall outside 
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2 
the ?eld of vieW of the displayed scene. Generally, this is done 
by determining Whether pixels lie Within a so-called scissor 
rectangle. 
The alpha test unit 106 conditionally discards a fragment of 

a triangle (more precisely, pixels contained in the fragment) 
based on a comparison betWeen an alpha value (transparency 
value) associated With the fragment and a reference alpha 
value. Similarly, the stencil test conditionally discards frag 
ments based on a comparison betWeen each fragments and a 
stored stencil value. 
The HSR stage 108 (also called a depth test stage) discards 

pixels contained in triangle fragments based on a depth value 
of the pixels and a depth value of other pixels having the same 
display location. Generally, this is done by comparing using a 
Z-axis value (depth value) of a pixel undergoing the depth test 
With a Z-axis value stored in a corresponding location of a 
so-called Z-buffer or depth buffer. The tested pixel is dis 
carded if the Z-axis value thereof indicates that the pixel 
Would be blocked from vieW by another pixel having the 
Z-axis value stored in the Z-buffer. On the other hand, the 
Z-buffer value is overWritten With the Z-axis value of the tested 
pixel in the case Where the tested pixel Would not be blocked 
from vieW. In the manner, underlying pixels Which are 
blocked from vieW are discarded in favor of overlying pixels. 
The alpha blending stage 109 combines rendered pixels 

With previously stored in a color buffer based on alpha values 
to achieve transparency of an object. 
The logical operations unit 110 generically denotes mis 

cellaneous remaining processes of the pipeline for ultimately 
obtaining pixel display data. 

In any graphics system, it is desired to conserve processor 
and memory bandWidth to the extent possible While main 
taining satisfactory performance. This is especially true in the 
case of portable or hand-held devices Where bandWidths may 
be limited. Also, as suggested previously, there is a particular 
demand in the industry to minimiZe poWer consumption 
When processing 3D graphics for display on portable or hand 
held devices. 

SUMMARY OF THE INVENTION 

According to one aspect of embodiments of the present 
invention, a data processor is provided Which includes a main 
data bus, a memory interface coupled to the main data bus, 
and a rasteriZation pipeline coupled to the main data bus. The 
rasteriZation processor includes a plurality of sequentially 
arranged processing stages Which render display pixel data 
from input primitive object data, and Wherein the processing 
stages include a hidden surface removal (HSR) stage. The 
data processor further includes a memory Which functions as 
a depth buffer and Which is directly coupled to the HSR stage 
of the rasteriZation pipeline. 

According to another aspect of embodiments of the present 
invention, a data processor is provided Which includes a main 
data bus and a rasteriZation pipeline coupled to the main data 
bus. The rasteriZation processor includes a plurality of 
sequentially arranged processing stages Which render display 
pixel data from input primitive object data, and Wherein the 
processing stages include a hidden surface removal (HSR) 
stage Which compares a depth value of a currently processed 
pixel With a depth value of a previously processed pixel. The 
data processor further includes memory means for supplying 
the depth value of the previously processed pixel to the HSR 
stage of the rasteriZation pipeline Without accessing the main 
data bus. 

According to still another aspect of embodiments of the 
present invention, a method for processing data is provided 
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Which includes transmitting data over a main data bus 
between a rasteriZation pipeline and a shared memory inter 
face, Where the rasteriZation pipeline processes pixel data and 
includes a plurality of sequentially arranged processing 
stages Which render display pixel data from input primitive 
object data. The method further includes executing a hidden 
surface removal (HSR) process in the rasteriZation pipeline 
Which includes accessing a depth buffer memory directly 
coupled to the rasteriZation pipeline to retrieve and store 
depth values of pixels processed by the rasteriZation pipeline 
Without transmitting the depth values over the main data bus. 

According to yet another aspect of embodiments of the 
present invention, graphics pipeline for processing pixel data 
is provided Which includes a depth buffer Which stores depth 
values, and a hidden surface removal (HSR) stage Which 
issues a read access request and a read data request to the 
depth buffer to compare a current depth value of a processed 
pixel With a previous depth value stored in the depth buffer, 
and Which issues a Write access request to the depth buffer to 
overWrite the previous depth value With the current depth 
value based on a comparison result. The Write access request 
is issued after the read access request and before the read data 
request, and during a latency period of the read access 
request. 

According to another aspect of embodiments of the present 
invention, a graphics pipeline is provided Which includes a 
depth buffer memory operatively connected to a hidden sur 
face removal (HSR) block, and means for temporarily storing 
a Write access request, and then transmitting the Write access 
request to the depth buffer memory during a latency period of 
a previously transmitted read access request. 

According to yet another aspect of embodiments of the 
present invention, a method is provided of controlling a depth 
buffer memory operatively connected to a hidden surface 
removal (HSR) block of a 3D graphics pipeline. The method 
includes transmitting a read access request to the depth buffer 
memory, transmitting a Write access request to the depth 
buffer memory after the read access request is transmitted and 
during a latency period of the read access request, and trans 
mitting a read data request associated With the read access 
request to the depth buffer memory after transmitting the 
Write access request. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The above and other aspects of the invention Will become 
readily apparent from the detailed description that folloWs, 
With reference to the accompanying draWings, in Which: 

FIG. 1 is a schematic block diagram of an example of a 
basic Open GL rasteriZation pipeline contained in a 3D 
graphics engine; 

FIG. 2 illustrates a simpli?ed example of a circuit block 
con?guration of a processor contained in a mobile telephone 
having 3D graphics display capability; 

FIG. 3 illustrates a circuit block con?guration of a proces 
sor according to an embodiment of the present invention; 

FIG. 4 illustrates a circuit block con?guration of the con 
nection of a rasteriZation processor to a RAM and a main data 
bus according to an embodiment of the present invention; 

FIG. 5 is a vieW depicting an HSR block of a rasteriZation 
pipeline coupled to a depth buffer RAM according to another 
embodiment of the present invention; and 

FIG. 6 is a timing diagram for explaining read and Write 
operations of a depth buffer RAM according to an embodi 
ment of the present invention. 
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4 
DETAILED DESCRIPTION OF PREFERRED 

EMBODIMENTS 

Embodiments of the present invention are at least partially 
characterized by locating the depth buffer of the 3D graphics 
rasteriZation pipeline in a dedicated high speed memory. This 
alloWs for elimination of bandWidth on a main bus that Would 
otherWise result from hidden surface removal (HSR) hard 
Ware contained in the pipeline. 

Other embodiments of the present invention are at least 
partially characterized by reordering of read and Write access 
commands to improve memory access throughput otherWise 
impacted by an increased latency of a read access. 
The present invention Will noW be described by Way of 

several preferred but non-limiting embodiments. 
Three-dimensional (3D) rasteriZation pipelines utiliZe a 

“depth test” to determine Whether a neWly processed pixel is 
obscured by a previously rendered pixel. The mechanism 
involves accessing a “depth buffer” (also called a “Z-buffer”) 
into Which depth values (i.e., Z values) are stored and checked 
during rasteriZation. Essentially any visible pixel’s distance 
from the vieWer is stored as a depth value in the depth buffer. 
Subsequently, another processed pixel may attempt to occupy 
the same position on the screen. The depth value of the pre 
viously rendered pixel (i.e., the depth valued stored in the 
depth buffer at the pixel position) is read and compared With 
the value of the neWly processed pixel. If the comparison 
result indicates that the neW pixel is closer to the vieWer, then 
it is deemed to be visible, and the previous depth value of the 
depth buffer is overwritten With the depth value of the neW 
pixel. The neW pixel is further processed by the pipeline, and 
eventually rendered in a frame buffer. On the other hand, if the 
comparison result indicates that the neW pixel is farther from 
the vieWer, then it is deemed to be invisible, and the neW pixel 
is discarded and the previous depth value of the depth buffer 
is maintained. This process is referred to herein as Hidden 
Surface Removal (HSR). 

FIG. 2 illustrates a simpli?ed example of a circuit block 
con?guration of a processor contained in a mobile telephone 
having 3D graphics display capability. The processor is 
equipped With a main data bus 201 and a rasteriZation pipeline 
202 coupled to the main data bus 201. In addition to the 
rasteriZation pipeline 202, the processor contains a number of 
other functional processing blocks 203 all accessing the main 
data bus 201. In hand-held applications, Where poWer and 
space are limited, the processor chip is typically equipped 
With a single shared memory interface 204 for passing data 
back and forth betWeen a memory block 205 and the main 
data bus 201. The depth buffer 205a described above is 
de?ned Within the memory block 205. 
The memory bandWidth associated With the depth buffer 

20511 is content dependent, but normally quite signi?cant. 
Assume, for example, that a hand-held or mobile QVGA 
screen contains 320 X240 :76,800 pixels. In one frame, at 20 
frames per second, 1,536,00 pixels (20 ><76,800) Will be 
placed on the display Depending on the content, for each 
pixel placed on the display, several more are actually rendered 
into the frame buffer, and for each pixel rendered into the 
frame buffer, there may be pixels Which did not pass the depth 
test. A number Which describes screen complexity is the 
Depth Complexity Factor (DCF). A DCF of “2” means each 
pixel on the screen Was rendered into the frame buffer tWo 
times. Conservatively assuming a DCF of 2, then about 3,000, 
000 pixels are rendered into the frame buffer every second. If 
one assumes that HSR discards 50% of the pixels it checks, 
then 6,000,000 pixels are checked by the HSR block each 
second. For each pixel HSR checks, there is 1 read of the 
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depth buffer 20511. For each pixel that passes the depth test, 
there is 1 Write to the depth buffer 20511. The total is 6,000,000 
reads and 3,000,000 Writes, all taking place via the main data 
bus 201. If each depth value or Z-value is represented as a 
16-bit number, the total bandWidth becomes 18,000,000 
bytes per second (18 MB per second). 
A DCF of 2 is considered loW, and accordingly, it is likely 

that HSR related memory bandWidth Will be even higher. In 
addition to HSR, texture mapping and color blending associ 
ated With the rasteriZation pipeline 202 can consume similar 
amounts of bandWidth. Such large bandWidth numbers are 
typical of 3D rasteriZation pipelines, but are not typical of 
mobile device processor chips.As already mentioned, there is 
usually only one shared memory interface Which must service 
everything in the chip. For example, the interface may be 
theoretically capable of supplying a total of 150 MB per 
second using a 32-bit memory, or 75 MB per second using a 
16-bit memory. If the rasteriZation pipeline is alloWed one 
third of the available bandWidth, it might be just possible to 
get by With 32-bit memory, but it Would not be possible to get 
by With 16-bit memory. In short, the data processing associ 
ated With the rasteriZation processor 202 places a serious 
strain on the bandWidth limitations of the mobile device pro 
cessor chip. 

FIG. 3 illustrates a circuit block con?guration of a proces 
sor according to an embodiment of the present invention. The 
processor may be con?gured on a single chip, and may be 
contained in a portable hand-held appliance, such as a mobile 
telephone having 3D graphics display capability. The proces 
sor is equipped With a main data bus 301 and a rasteriZation 
pipeline 302 coupled to the main data bus 301. In addition to 
the rasterization pipeline 302, the processor contains a num 
ber of other functional processing blocks 303 all accessing 
the main data bus 301. In the case Where the processor is 
equipped in a mobile telephone, a single shared memory 
interface 304 may be utiliZed to minimize poWer and space 
consumption. The shared memory interface 304 passes data 
back and forth between a memory block 305 and the main 
data bus 301. In addition, the processor of FIG. 3 is equipped 
With a high speed random access memory (RAM) 306 that is 
connected to the rasteriZation pipeline 302. In this embodi 
ment, the RAM 306 is dedicated to function as the depth 
buffer associated With HSR function of the rasteriZation pipe 
line 302. As illustrated, the dedicated RAM 306 is directly 
coupled to the rasteriZation pipeline 302. Herein, “directly 
coupled” means that connection is not via the main data bus 
301, and does not exclude the possibility of one or more 
interface circuits operatively positioned betWeen the RAM 
306 and the rasteriZation pipeline 302. Assuming again that a 
hand-held or mobile QVGA screen contains 320><240:76, 
800 pixels, and that each depth value or Z-value is represented 
as a 16-bit number, the siZe of the RAM 306 may, for 
example, be 153,600 bytes. 

FIG. 4 illustrates a circuit block con?guration of the con 
nection of the rasteriZation processor 402 to the RAM 406 and 
the main data bus 401. As shoWn, the HSR block 4021) of the 
pipeline 402 passes data back and forth directly With the 
RAM 406. On the other hand, other pipeline blocks 402a and 
4020 access the shared memory interface (304 of FIG. 3) via 
the main data bus 401. 

In the con?gurations of FIGS. 3 and 4, the entire depth 
buffer is located in a high speed RAM dedicated for this 
purpose. This approach alloWs for a signi?cant increase in 
performance in a system (such as a mobile phone system) that 
inherently has limited memory bandWidth. As discussed 
above, a large percentage of memory bandWidth is produced 
by the HSR hardWare block of the rasteriZation pipeline. 
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6 
Moving the depth buffer to dedicated memory completely 
eliminates this bandWidth on the main data bus. 

FIG. 5 is another vieW depicting a HSR block 5021) of a 
rasteriZation pipeline 502 coupled to a depth buffer RAM 506 
according to another embodiment of the present invention. In 
this ?gure, “Zram_cs/Zram_request” and “Zram_We/ 
Zram_Write” are control signals issued by the HSR block 
5021) for controlling read and Write operations of the depth 
buffer RAM 506. A RAM address signal is denoted as “Zra 
m_addr”. Data Which is output (read) from the RAM 506 is 
denoted as “Zram_dout”, and data Which is input (Written) to 
the RAM 506 is denoted as “Zram_din”. “Zram_valid” is a 
single-bit line Which is held to a given state When Zram_dout 
is outputting valid data. In this embodiment, the HSR block 
5021) is equipped With, or has access to, a Write request reg 
ister 507, the operation of Which Will be explained beloW. 
The depth buffer RAM 506 has a latency of tWo cycles for 

read access and one cycle for read data. Accordingly, three 
clock cycles are needed for the HSR block 502 to access and 
read data (depth values) from the depth buffer RAM 506. In 
the meantime, the depth buffer RAM 506 has a latency of one 
cycle for Write access, and therefore one clock cycle is needed 
to Write data (depth values) into the depth buffer RAM 506. 
Thus, a normally ordered access (read access (tWo 
cycles)%read data (one cycle)—>Write access (one cycle)—>) 
can negatively impact performance of the rasteriZation pipe 
line due to increased read access latency. 
The present embodiment overcomes this draWback as fol 

loWs. When a Write to the memory is requested by the HSR 
block 502b, the request is deferred and temporarily stored in 
the register 507 shoWn in FIG. 5, until a read access request is 
issued. The Write access is then sent out immediately after the 
read access request. As such, there is no additional memory 
access required for the Write operation. 

This is illustrated in the timing diagram example of FIG. 6. 
In this ?gure, “hclk” is a clock signal, and “hclk_div2” is a 
divided clock signal. The signal “Zram_ready” denotes a 
ready state of the depth buffer RAM 506 and transitions to a 
high state during each falling transition of the divided clock 
signal hclk_div2. 
A read access command is generated When the signal 

Zram_cs/Zram_request transitions to a high state While the 
signal Zram_We/Zram_Write is held loW. In a non-reordered 
access scheme, a read data command Would then be issued 
after Waiting one clock cycle. HoWever, according to the 
present embodiment, a previously deferred Write access com 
mand is issued immediately after the read access request. This 
Write command is generated When the signal Zram_We/ 
Zram_Write transitions to a high state While the signal 
Zram_cs/Zram_request is held high. As a result, the data 
Zram_din is Written into the RAM 506. Then, a read data 
command is issued When the signals Zram_cs/Zram_request 
and Zram_We/Zram_Write are transitioned to a loW state. At 
this time, the data Zram_dout is output from the RAM 506. 
A ?ush provision may optionally be adopted to uncondi 

tionally Write Without Waiting for the read access in case data 
coherency is important. 

This embodiment of the present invention effectively over 
comes the problem of latency impacting memory throughput 
by performing a “lazy” Write-back, i.e., pending Writes are 
delayed until a read request comes in, and the Write access is 
piggybacked after the read access, thus effectively improving 
the memory access throughput. Thus, in a graphics pipeline, 
the only bandWidth impact is due to read operations. 

In the draWings and speci?cation, there have been dis 
closed typical preferred embodiments of this invention and, 
although speci?c examples are set forth, they are used in a 
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generic and descriptive sense only and not for purposes of 
limitation. It should therefore be understood the scope of the 
present invention is to be construed by the appended claims, 
and not by the exemplary embodiments. 

What is claimed is: 
1. An apparatus comprising: 
a processor con?gured to: 

receive a Write request associated With a Write com 
mand, Wherein the Write command, When executed, 
causes ?rst data to be Written to a depth buffer; 

issue a read access command to enable the processor to 
access second data at the depth buffer, Wherein the 
read access command is issued after the Write request 
is received; 

execute the Write command unconditionally as a next 
sequential action following issuance of the read 
access command; and 

execute a read command after completion of the Write 
command, Wherein the read command, When 
executed, causes the second data to be read from the 
depth buffer. 

2. The apparatus of claim 1, Wherein the read command is 
executed unconditionally as the next sequential action fol 
loWing completion of the Write command. 

3. The apparatus of claim 1, Wherein the ?rst data is asso 
ciated With a graphic pixel value. 

4. The apparatus of claim 3, Wherein When the ?rst data is 
Written to the depth buffer the ?rst data overWrites third data 
associated With a previous graphical pixel value. 

5. The apparatus of claim 1, Wherein the second data is 
associated With a graphic pixel value. 

6. The apparatus of claim 1, Wherein the ?rst data and the 
second data include a same number of data bits. 

7. The apparatus of claim 1, Wherein the depth buffer 
includes a random access memory (RAM). 

8. The apparatus of claim 7, Wherein the RAM is dedicated 
to storing data associated With depth values of graphic pixels. 

9. The apparatus of claim 7, Wherein the RAM is directly 
coupled to a rasteriZation pipeline. 

10. The apparatus of claim 1, Wherein executing the Write 
command comprises Writing the ?rst data to a ?rst location 
Within the depth buffer, and Wherein the Write command is 
executed independent of a second location of the second data 
Within the depth buffer. 

11. The apparatus of claim 1, Wherein the Write command, 
When executed, causes the ?rst data to be Written to a ?rst 
location Within the depth buffer. 

12. The apparatus of claim 11, Wherein the second data is 
associated With a second location Within the depth buffer, 
Wherein the second location is distinct from the ?rst location. 

13. The apparatus of claim 1, Wherein the processor is 
included in a rasteriZation pipeline. 

14. The apparatus of claim 1, Wherein the processor is 
further con?gured to defer execution of the Write command 
until the read access command is issued. 

15. A processor comprising: 
means for receiving a Write access command, Wherein the 

Write command, When executed, causes ?rst data to be 
Written to a depth buffer; 
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8 
means for issuing a read access command after receiving 

the Write access command, Wherein the read access com 
mand, When executed, enables the processor to access 
second data stored in the depth buffer; 

means for executing the Write command unconditionally as 
a next sequential action folloWing issuance of the read 
access command; and 

means for executing a read command after completion of 
the Write command, Wherein the read command, When 
executed, causes the second data to be read from the 
depth buffer. 

16. The processor of claim 15, Wherein the read command 
is executed as the next sequential action folloWing comple 
tion of the Write command. 

17. A method comprising: 
receiving a Write request associated With a Write command 

and deferring execution of the Write command until 
receipt of a read operation request, Wherein the Write 
command, When executed, causes ?rst data to be Written 
to a depth buffer; 

issuing a read access command in response to the read 
operation request to enable a processor to access second 
data at the depth buffer, Wherein the read access com 
mand is issued after the Write request is received; 

executing the Write command unconditionally as a next 
sequential action folloWing issuance of the read access 
command; and 

executing a read command after completion of the Write 
command, Wherein the read command, When executed, 
causes the second data to be read from the depth buffer. 

18. The method of claim 17, Wherein the Write command is 
executed in response to the issuance of the read access com 
mand. 

19. The method of claim 17, Wherein a read operation 
associated With the read operation request includes the read 
access command and the read command, and Wherein the 
Write command is piggybacked after the read access com 
mand. 

20. The method of claim 19, Wherein a ?rst number of 
clock cycles associated With execution of the Write command 
is less than a second number of clock cycles associated With 
execution of the read operation. 

21. A non-transitory computer readable medium storing 
processor-executable instructions that, When executed by a 
processor, cause the processor to: 

receive a Write request associated With a Write command, 
Wherein the Write command, When executed, causes ?rst 
data to be Written to a depth buffer; 

issue a read access command to enable the processor to 
access second data at the depth buffer, Wherein the read 
access command is issued after the Write request is 
received; 

execute the Write command unconditionally as a next 
sequential action folloWing issuance of the read access 
command; and 

execute a read command after completion of the Write 
command, Wherein the read command, When executed, 
causes the second data to be read from the depth buffer. 

* * * * * 


